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ABSOLUTE

ENTERTAINMENT

This official seal is your assurance that this product meets the highest quality standards of SEGA™. Buy games and accessories
with this seal to be sure that they are compatible with the SEGA™ GAME GEAR™ SYSTEM.
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START YOUR ENGINES!

Get ready to rev up your motors, hit the dirt, and become “World Champion Remote
Control Racer”!

But first you'll have to prove that you're the quickest, most radical, maneuvermaniac
on the high-speed circuit today. How? By zooming through 10 different courses that
get harder and trickier with each turn. Beware of dangerous track cross-overs, and
of course, the rest of the field of expert R.C. Racers.

Compete for prize money and Win, Place, or Show trophies. Use your prize winnings
to improve your car at the parts store. Purchase super hot rod essentials like
high-performance suspension, motors, gears, batteries, and tires.

1 to 4 players can sign up at the gate—just one player races at a time—but only the
best can become World Champ.

So roll up to the starting line.
Keep your eye on the clock.
Ready...set...go for it!
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TUNING UP

1. Make sure the power switch of your Sega Game Gear unit is OFF.

2. Insert the R.C. Grand Prix cartridge into the Game Gear unit as described in
your Game Gear instruction manual.

3. Turn the power switch ON. If nothing appears on the screen, turn the power
switch OFF, remove the cartridge, and try again.

4. At the Title Screen, press BUTTON 1 or 2 to start the game.

Handling Your Cartridge

« This cartridge is intended solely for the Sega Game Gear System.

» Do not bend it, crush it, or submerge it in liquids.

« Do not leave it in direct sunlight or near a radiator or other source of heat.

- Be sure to take an occasional recess during extended play.
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PRELIMS

The distinctive feature of R.C. Grand Prix is that in each circuit race only one
player races at a time, no matter how many players are in the game. For instance, if
there are three players, then each player enters a separate race, starting with

Player 1 and going in order to Plaver 2 and then Plaver 3. Except for the player who
is taking his turn in the race, all of the other cars are controlled by the computer,

From the second race onward, the player who came out on top in the “Current
Standings” for the previous race will be the first driver to enter the next race.

Each plaver's radio-controlled car is a different color;
Player 1: Red
Player 2: Blue

Player 3: Green
Player 4: Purple

R.C. Grand Prix is played by sudden death
rules. If a player doesn't reach the finish line
within the time limit, or if he doesn't finish the
b, ; race among the top three, he will be counted ou/

‘% L gl of the race. When you are playing with two or
gLl more players, only the players who weren't
counted out of the race will be able to go on to
race in the next circuit. If all of the players are disqualified from the race, the game
will be over and the Title Screen will reappear.

m rtﬂ*r* fm




bbb A A DA S A b A B A&

TAKING CONTROL

Directional Button
(D-Button)

Slari Bulion
Buiton 2
Buiton 1

D-BUTTON:

 Press this button to the left and right to move your car in either direction.

« In the parts store, press this button to the left and right to choose your parts. Press it
up and down to look at your current parts.

BUTTON 1:

« Used to start the game.

« Used to start vour car.

- Used to step on the gas.

« Used to buy the parts that you have picked out.

BUTTON 2:

- Used only to start the game. Otherwise, this button is not used in the game.

Roadside Advice: When you are using the D-BUTTON to control your car it is easy to mistake
the divection in which you showld press the tadton. The divection is different depending on
whether your car is advancing foward the top of the screen ( going away from the player) or
tonvard the bollom of the screen (coming loward the plaver). This manual assumes thal your car
is heading away from you (Toward the top of the screen ).
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GRAND PRIX OVERVIEW

R.C. Grand Prix is made up of 10 circuit races. As long as you finish each race in
either first, second, or third place you will be able to go on to the next race. If you
come in first in all ten races, you will become the new R.C. champion !

Ending the Race

If a player winds up finishing a race in either of the following conditions, he will be
disqualified and counted out of the next race:

« [f time runs out before he has reached the finish line.

- If he doesn't finish the race in one of the first three places.

If all of the players are disqualified from the next race, the game will automatically
end. Only players who finish in one of the top three places will be able to proceed to
the next race.

Starting the Game

Press BUTTON 1 when the Title
Screen is displayed and the Player
Select Screen will appear.

Press the D-BUTTON up or down to
choose the number of players in s
your race and then press BUTTON 1 5 FLAVERS

to enter vour selection. FLAYERS
: FLOGYERAD
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THE NAME ENTRY SCREEN CIRCUIT COURSES

All players begin the
game by entering their
names on the Name
Entry Screen:

1. Move the D-BUTTON
up, down, left, and
right to choose the let-
ters for vour name and
then press BUTTON 1 to
enter each letter in the
name column.

The number of laps and the time limit for each circuit will appear on the Circuit
Course Introduction Screen.

First circuit course

Other circuit courses

Player's name
Race number

2. Choose “Rub” when
you have made a mis- 3 LAPS, 1:00 TIME LIMIT
take in entering a letter so you can erase the incorrect letter.

Laps and time limit

3. Choose “End” when you have finished entering your name correctly. When you

are playing with two or more players, each player enters his name in order.

4. When all of the players are finished entering their names, it's time to begin the You will have an advantage over the other drivers if you remember what each circuit
game. ' looks like. The circuit in which vou are presently racing will flash on and off

If you don’t want to enter your name, choose “End” as soon as the Name Entry
Screen appears, and press BUTTON 1 to start the game right away. If vou don’t enter
your names, each player will only be identified by a plaver number.




i i A GBS AAALADDLALLALLLALDSSSALSSSAA

STARTING THE RACE

After the introduction of the
circuit course, the cars will
move up to the starting line.
Only the one car under play-

er control will flash on and
off.

At the bottom center portion
of the screen, the clock will
count down to the start of the
race, and when the buzzer
sounds the race will begin,
Press and hold down BUTTON 1 as soon as you hear the buzzer and try not to let the
other cars get 4 jump on vou.

When vour car starts moving, be sure to steer it so that it doesn’t veer off' the course.
When you get to an intersection, go straight through. If you turn your car at an inter-
section, vou will wind up racing on the wrong course, and you might not be able to
reach the finish line before time runs out.

Each time you get to a corner, an arrow will appear that points you in the right
direction. A buzzer will sound before every corner, warning you that a turn is coming
up. Get ready to turn before you reach the corner and you will be able to make it
around that corner smoothly.

If the race’s time limit expires before you have made it to the finish line, your car will
stop in its tracks and the race will be over. As a result, you will be disqualitied and
won't be able to run in the next race.

Roadside Advice: Except for the car thal you are confrolfing, all of the ofher cars are con-
trolled by the compuifer,
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CROSSING THE FINISH LINE

Each race will end when you have completed the required number of laps and
crossed the finish line. Then, the results for that race will be displayed on the screen.
If vou finish in first, second, or third place, the following screeri will appear:

PLAYTELR 1

FIRST PFLACE
PRIZEI winD

vaine RIRAT" 4158

riME EDMMI ) 511

WINNINGES T #1411

TOTAL WINKHINGE !
i1y

PLAYEN ¥ SAP. OUes PLAVEKR 3 GAME OURe

Mg LA TIME LINIT EdPIvweE

Rl s N

Frkid e EE s ErS

If vou finish in fourth place, the If time runs out before you
above screen will appear. reach the finish line, the above
screen will appear,
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If you finish fourth, or don't finish before time runs out, you will be disqualified.

When any race after the first one is completed, the following screen will appear:

I'LAYER L

RAGCE RECORI:

RaAaCE FLACE TIAE PFRI7E

-3 Oc 5 =0
2 TIHE I-I:HETJEIF'[F'F-U

FiIMNAL. SCORE: %30

You came in third place in the first race. You were disquali-
Sied and the game ended after the second race.

When all of the players have completed a race, the following screen will appear:

CURRENRT STAND INGS

PFLAYER 1:

FLAYER I

The players whose names appear in the standings are still in the game, and they can
£0 on to enter the next race.
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PRIZE MONEY AND TIME BONUSES

Prize money is awarded to all of the drivers that finish in third place or better.
First place: $100
Second place: $50
Third place: $25

Your

name "PLAYER 1

Your posi- el Al i

tion in the = FIRST FLACE

standings "PRIZE: %3100 Your time for

Prize the race

3 T | ME ikiIT: 1:00

Mmoney VL ﬁ 1"‘ i’l‘é ! Oian Time bonus

Time limit TIME BOMNUS 311 Your total
WIMNNEIMNCE ::lllgnrg:ih e

Total amount
of prize
MOoney
YOU'vE wWon
s0 far

TOTAL WINMIMCS @

If you finish a race in third place or better before time runs out, you will receive a
time bonus.

Your time for the race is subtracted from the time limit, and the remainder is translat-
ed into a dollar prize;

Prize = (time limit — player’s time) X $1.00

You can then use your prize money to modify vour car.
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THE PARTS STORE

As soon as you get at least $120 in
prize money, you will be able to go
to the parts store and buy rew parts
to modify your car.

When you don’t have enough
money to buy new parts, the mes-
sage to the left will appear on the
screer.

FLAYER 1
YOLU SR FLLE1 Onial
HUET ENDUSS mONEY 10 DU FalTs

The order in which players enter the
store is determined by vour scores
from the last race. The player with
the worst score will be the first one
allowed to enter.

Fl-NYEM 1
i HARWE SZ21D CREH

When the checkered flags appear on
the screen, your total prize money
will also be displayed. Then you can
choose to either enter the store or
pass it by. Choose “Enter Store” when you want to buy new parts. Choose “Skip
Store” when you don't want to buy any new parts, and you will go on to the next
race.

ENMTCR GIORE
ST GTOR

When you have $120 or more, the above message will appear on the screen, and you
can then choose to enter the store to buy new parts,
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Choose “Enter Store” and press
BUTTON 1 to enter the parts store.

Once you have entered the store, a
list of the parts and their pieces will
appear. Move the D-BUTTON to the
right and left and different parts
will be displayed. When the part
you want to buy appears, press
BUTTON 1 to make your purchase, and the word “Sale” will appear. However, if you
don't have enough money to buy the part you've chosen, the message “Not Enough
Money” will appear instead of “Sale” and you won't be able to buy that part.

. i -
¥ ! - 3 .
* E - X "
: R : 3 - -'ﬂ D
4 | N [ - Ay
Y = e :

HICH TOROUE MOTOR

Press the D-BUTTON up and down
and the parts you're currently using
in vour car will be displaved, along

Fiaww R 1

PARTY INSTALLLED

with the amount of money vou STOCK HOTAR
: ah STOCK TIRES
have. GTICK UUGPFEMGION

BTOCK fLaeEg
BTOCK  BATTER IES

When vou're finished buying parts,
press the D-BUTTON to the right or
left to go to “Exit Store,” and then
press BUTTON 1 to leave the store.

=1iee

Roadside Advice: There is only one of each lype of parl in each store. Once someone has
bougfit a part, the *Out of Stock " message will appear next to that parts name. Even though a part
is oul of stock, you will have another charnce fo buy it at the store at the end of the next race.
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PARTS LIST

Motor: With 2 new motor your
car will run faster than before. But
powerful motors also use up your
battery supply. If vou don't use
powerful batteries, you might run
out of energy and suddenly slow
down in the middle of a race.

Tires: New tires will help you
grip the road better and reduce
skidding at corners.

Suspension: A new suspension
will make your car handle better
On Curves,

Gears: Use new gears to improve
your acceleration.

Batteries: New batteries last
longer than ones you started the
game with. The stronger your bat-
teries are, the faster your motor
will work.

Roadside Advice: When a car that has been modified by one of the other players enders a race
as a compudercontrotled car, i will possess all the paris the player bought for it
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TRACK TIPS

« Racing smoothly around corners is a key to winning the circuit course races, so try
to remember the courses as well as you can.

« Try mastering techniques for going through turns as fast as you can. When you're
approaching a corner, do you head for the inside of the track or the outside?

» When you're going through a turn, don't keep the gas pedal button pressed down.
Try releasing it at some point during the turn.

« Try blocking the other racers’ way on the track and finding the best position for
your car. But don't spend too much time battling with the other drivers or you
might end up running out of time.

+ When you're in a one-player game and you modify your car between races,
remember that the other cars will be modified, too.

- When you're playing with two or more players, pay attention to how the other rac-
ers modify their cars. The other players' cars will have the same modified perfor-
mance even when they are controlled by the computer.

+ Don't give up even if the computer-controlled cars speed way ahead of you, They
might have some trouble on the way, giving you the chance to catch up with them.
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OTHER GREAT GAMES FROM ABSOLUTE
ENTERTAINMENT!

Coming soon on the Sega™ Genesis™:

Garry Kitchen’s

SUPER BATTLETANK:

WAR IN THE GULF™

Command the state-of-art weaponry of
the awesome M1A1 battletank in one
of the most realistic, authentic military
gameplaying experiences ever!

A first-person out-of-tank view, spec-
tacular graphics, and combat action
based on actual Operation Desert Storm

maneuvers put you right at the core of
the Persian Gulf War!

David Crane’s
AMAZING TENNIS™

Take a quantum leap forward into a new
dimension of sports games realism!

Superb animation, full shot and court
surface selection, and precision-play con-
trols add up to a grand slam of tennis
action!
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ABSOLUTE ENTERTAINMENT, INC.’S
LIMITED 90-DAY WARRANTY

Absolute Entertainment, Inc. warrants to the original retail purchaser of this video game computer
program ( “Program”) that the Cartridge (“Cartridge”) on which the Program is embodied will be free
from defects in materials and workmanship for a period of ninety (90) days from the day of purchase.
[1'f3,-?r Cartridge becomes defective during that period, Absolute Entertainment, Inc. will replace it free
of charge.

To replace a defective Cartridge during the warranty period, mail the entire Cartridge, proof of vour
purchase with the purchase date circled, a brief statement describing the defect, and a large,
self-addressed stamped envelope to: Warranty Officer, Absolute Entertainment, Inc., P.0. Box 116,
(Glen Rock, New Jersey 07452, Tel: (201) 652-1227.

If your Cartridge fails after the end of the 90-day warranty period you may return it to Absolute
Entertainment, Inc. at the address above along with a check or money order for $25.00, a brief state-
ment describing the defect, and a large self-addressed stamped envelope, This offer to repair or replace
defective Cartridges after the end of the 90-day warranty period may be withdrawn at any time with-
out notice.

We recommend that defective Cartridges be packaged carefully and sent certified mail, return receipt
requested. Absolute Entertainment, Inc. will not be responsible for replacing defective Cartridges until
they have been received by us at the above address.

This warranty is limited to the Cartridge as originally supplied by Absolute Entertainment, Inc. and is
not applicable to the Program embodied on the Cartridge. This warranty will not be honored if the
defect has arisen through abuse, mistreatment, improper care of the Cartridge, neglect, or normal
wear and tear.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS
OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR
PURPOSE, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE WILL BE BINDING ON OR
OBLIGATE ABSOLUTE ENTERTAINMENT, INC. IN NO EVENT WILL ABSOLUTE ENTERTAINMENT, INC,
BE LIABLE FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSES-
SION, USE OR MALFUNCTION OF THIS CARTRIDGE OR PROGRAM, INCLUDING DAMAGE TO PROPER-
TY, AND TO THE EXTENT PERMITTED UNDER THE LAW, DAMAGES FOR PERSONAL INJURY EVEN IF
ABSOLUTE ENTERTAINMENT, INC. HAS BEEN PREVIOUSLY ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES.

THE PROGRAM IS SOLD “AS-IS" AND NO WARRANTIES, EXPRESS OR IMPLIED, INCLUDING WAR-
RANTIES FOR MERCHANTABILITY OR FTITNESS OF PURPOSE, WILL BE APPLICABLE.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/
OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES. S0 THE
ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU,
THIS WARRANTY GIVES YOU SPECIAL LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH
VARY FROM STATE TO STATE.

Patents: U.S, Nos. 4, 442.480/4, 454, 594/4, 462, 076; Europe No. 80244, Canada No. 1,183,276; Hong Kong No. 88-4302:
Singapore No. 88-155; Japan No. 82-205005 (Pending).
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